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f Fifteen points (XV) defines the configuration of 
diverse reactive spaces. The body-sensitive experience 
can be described as a shifting architecture, delineated 
by mathematically arranged quadrilaterals and 
textures that display ambiguous perspectives. 
Photograph of the installation at the Indianapolis 
Museum of Art.
Esteban Garcia Bravo
Assistant Professor of Computer Graphics 
Technology,  Purdue University
Inspired both by constructivist avant-gardes 
and cognitive psychology, Garcia uses shape 
to test the senses and push the boundaries of 
visual assumptions. His work looks past the idea 
of shape as a function and instead explores its 
endless possibilities as an aesthetic form. His 
artistic endeavors include coding and fabrication 
of automated sculptures, interactive graphics 
and video installations.
Jorge Garcia Galicia
PhD candidate, Department of Computer 
Graphics, Purdue University
Jorge is interested in procedural modeling 
and any interaction between mathematics, 
algorithms and art. His field of study is 
geometry processing and digital image 
processing. He also has experience in live 
coding, and creative coding in general.
Aaron Zernack
Castle Bravo Tapes
Aaron produces experimental 
electronic music and sound under 
various project names. He is also 
the head of Castle Bravo Tapes, a 
label dedicated to the dissemination 
of avant-garde and deconstructed 
electronic music genres. He is currently 
using analog and digital modular 




if you prick us, do we not 
bleed?





















CogNovo PhD research fellow, Plymouth 
University, UK
Agi trained as a speculative designer in the 
Design Interactions department at the Royal 
College of Art.  The focus of her work is the 
design of the human body: How might people 
respond to the possibilities of our body as 
another everyday material and how far can 
















f mood.cloud light art piece installed in the Gates Hall 
Lobby, Cornell University, 2014.
Younghui Kim
Hongik University, Sejong, South Korea
Younghui is a media artist who finds 
inspiration from everyday things or reactions 
she observes in different cultures. For over 
a decade she has been exploring the field of 
new media art, including wearable technology, 
combining physical computing technology 
with soft textile design.
Lindsay Reynolds
Cornell University, New York, USA
Lindsay is a post-doctoral researcher 
in the Interaction Design Lab at 
Cornell University. Her work explores 
technologies for mental and physical 
well-being.
Geri Gay
Cornell University, New York, USA
Geri is a professor in Information 
Science and the director of the 
Interaction Design Lab at Cornell. 
Her research focuses on social 
and technical issues in the design 
and application of interactive 
communication technologies. 
Hyuns Hong
Hongik University, Sejong, South Korea
Hyuns is an artist. Using computer 
science and electronics as artistic 
methods, Hyuns is currently pursuing 
an extended study of relations 
between lives and machines.
















f Visualization of the physical installation. It features 
a number of small objects, a suitcase, a map drawn on 
the floor, and a projector.
Hartmut Koenitz
Assistant Professor, University of Georgia
Hartmut’s research interests are at the 
intersection of art, society and technology, with 
a focus on new forms of narrative expression 
in video games and other digitally mediated 
forms as well as serious games and physical 
computing. His artistic work is a critical 
technical practice, which allows him to explore 
how to present choices to an audience as 
participants and allow them to explore different 















f When encountering the project Tomorrow the visions 
of people who passed by the same place yesterday is 
reflected.
Kwanwoo(Kw.anu) Park
Freelance Artist & UX Research Consultant/
Designer of Samsung Leeum Museum 
Kwanwoo is an artist who creates installation 
artworks using various kinds of media. His 
works focus on his unconscious memories and 
questions that surround perceiving different 
kinds of dimensions. 
Kyea-Min Jeon
Senior Student, Majoring at Digital Media Design, 
Hongik University, Korea
Kyea-Min’s artworks range from videos, media 
and installations, which focus on asking the 
















f Hooray installation. Hooray was exhibited at Telfair 
Museum and Linda Matney Gallery, United States in 
2013 and OCI Museum, South Korea in 2014.
Hye Yeon Nam
Assistant Professor, Digital Arts 
Louisiana State University 
Hye Yeon Nam is a digital media artist working 
on interactive installations and performance 
video. She foregrounds the complexity of 
social relationships by making the familiar 
strange, and interpreting everyday behaviors in 
performative ways.
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UIFTBNFBQQFBSBODFCVUUIFJOTJEFFMFNFOUTBSFUPUBMMZEJƊFSFOURGB Color Bit tries to 
TIPXUIFDPOTUJUVFOUTPGEJHJUBMDPMPSCZQIZTJDBM3(#-&%TBOECJUEPUTQVODIFEPVU
PGBXPPEFOQBOFM
f All colors that can be represented with 24-bit 
RGB color data are animated with each color code. 
The installation represents how digital colors are 
constituted by geometrical aesthetic.
Sanghwa Hong
Founder and artist, RECT2ELLIPSE, South Korea
Sanghwa’s work is based on reinterpreting the 
ordinary. The ordinary has some good that 
makes our lives better but it’s also usually seen 
as less valuable. Using technology, physical 
computing and engineering he creates objects 
that, on one hand can be seen as ordinary, but 
which also gives us a glimmer of goodness.
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f The dynamic moving image rendered when two 
visitors each come to the opposite sides of the screen. 
The images of their bodies start scattering and mixing 
before gradually returning back to their normal figures.
Tatsuo Unemi
Department of Information Systems Science, 
Soka University 
Tatsuo has been working in the fields of 
Artificial Intelligence and Artificial Life since 
graduating from the Department of Control 
Engineering, Tokyo Institute of Technology in 
1978. His current research interests include 
software applications derived from Artificial 
Life, which look at art, sociology, and the field 
of humanities.
Daniel Bisig
Institute for Computer Music and Sound 
Technology, Zurich University of the Arts 
Daniel’s research areas have spanned art and 
design, computer music and sound technology. 
Since 1996 he has been active as an artist in the 
fields of computer animation, experimental 
video and software art.
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Steven Wingate
Department of English, 
South Dakota State University 
Steven comes to interactive narrative from 
literature, film, and the experimental traditions 
of both. Because of this twin background Steven 
has always been invested in hybrid genre work, 
and his output leans heavily in this direction. 
daddylabyrinth:























<> Rosenberg, Jim. “Navigating Nowhere/Hypertext Infraware” http://www.well.com/user/jer/ NNHI.html.
f The interactive web-based digital-native memoir, 
daddylabyrinth. The full work is available at 
www.daddylabyrinth.com under a Creative Commons license.
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Adam Donovan
Hybrid media artist, Vienna
Adam is a hybrid media artist working in the 
area of science, art, music and technology. His 
artwork incorporates Nonlinear Acoustics, 
Robotic sculpture, Game Engine Environments 
and camera tracking to name a few. Donovan’s 
work is inspired by the intangible aspects of 
physics we experience every day. He explores 
these phenomena amplifying their effects to 


















“Wow, I never thought it was possible to experience sound in this way”
“It’s like 3D cinema for the ears”
“The way the sound moves seems somehow impossible” 
f [Left + Bottom] Robot 3: Dr Doppler explores 
spatialization effects using the Doppler Effect ̦  
[Top] Robot 1: The Curious Tautophone ̦ <.JEEMF> Robot 2: 
“Multiplexing Tautophone” a multiplexing Sound Lens Robot
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Garth Paine
Composer and Associate Professor, 
Arizona State University
Garth Paine is particularly fascinated 
with sound as an exhibitable object 
where the listener can spend time with 
the sonic artefact so that they feel truly 
present.
Sue Hawksley
Choreographer and Performer 
Researcher at Adelaide, South Australia
Sue is a dance artist, bodywork therapist 
and artistic director of articulate animal, an 
interdisciplinary performance company which 
undertakes collaborative projects focused upon 
movement, identity and territory. Her research 
critically examines concepts of embodiment 
through choreographic and somatic practices, 
philosophy, and mediation.
Simon Biggs
Visual Artist and Professor of Art, 
University of South Australia
Simon is a media artist, writer and curator 
with interests in digital poetics, interactive 
environments, interdisciplinary research and 
co-creation.
Crosstalk:














f Still from the performance at the Arizona State 




Principal Researcher, Institute of Computer 
Science, FORTH, Greece
Dimitris is interested in exploring novel approaches 
for technology-enhanced collaborative artistic 
expression. As an interaction designer, he has a 
strong focus on shaping creative experiences which 
are open and accessible to anyone, irrespective of 









f [Left] A composition created using CopyCut after 
5 minutes ̦ <5PQ> Layer manipulation menu ̦ 
[Middle + Bottom] Preliminary conceptual drawing 
of the CopyCut installation piece by the visual artist 
Manolis Apostolakis.
CopyCut:















































PhD Candidate, GV2 Research Group, Lloyd 
Institute, Trinity College
Kieran is a lecturer, artist-researcher, designer 
and educationalist. His PhD research explores 
the collision of arcade video game aesthetics, 
new media art, and has numerous publications 
and exhibitions in experimental interaction 
















f In CONTROL the player negotiates a series of 
increasingly complex videogame control devices 
through a downsampled representation of their hand 
and using the basic arcade control scheme of 
8 directions and 1 action button.
CONTROL:
An Experimental (Meta) 




PhD candidate in Design, Monash University 
Patrick’s main research interests are in 
generative and adaptive music models and he 
has worked on generative editing systems for 
film installations. Patrick published a recording 
of original music compositions in 2012 named 
City Festival.
Yun Tae Nam
PhD candidate in Design, Monash University
Yun Tae’s interest lies primarily in multimedia 
design dealing with nature, human experience 

















f The Augmented Street Art project — it is comprised 
of two systems (Interactive Projection and Responsive 
Music) for superimposing audience controlled digital 
artistic content on the environment and generating 
music that responds to the artwork and environmental 
changes in real-time.
Augmented Street Art:
Street Art Performance 




Visual Artist, Hastings, UK
Based in South East England Esther’s work 
explores the architectural applications of three-
dimensional structures, animated light designs 
and digital technologies. Her focus lies in the 
idea of sensitizing environments.
‘Melt’, ‘Splinter’ and 
‘Thread’
Sculptural Installations
















f [Top Left] Melt2 Installation — a larger scale 
installation from the original Melt installation ̦  





Asta’s work at Microsoft Research 
focuses on Human Computing 
Interaction (HCI), Affective Computing, 
and wearable technologies. She is 
one of the co-founders of studio99, 
a Microsoft Research effort designed 
to bring Art and Technology practices 
closer together.
Ann Paradiso
Interaction Designer, UX Manager, 
Microsoft Research
Ann’s interests are in new interaction paradigms 
in assistive technology, including wearable, 
mindfulness-based interaction approaches 
for behavior modification and nervous system 
regulation, relationships between technology, 
music, mental health and quality of life for 
people with chronic and acute disability; scalable, 
cost-effective VR/AR-based platform for clinical 
treatment of anxiety spectrum disorders.
Sang-won Leigh
PhD Candidate, MIT Media Lab
Sang-won Leigh was a studio99 intern who 
currently studies at MIT Media Lab as a PhD 
student in the Fluid Interfaces Group under 
Pattie Maes. His passion lies in the intersection 
between the virtual and real, and much of his 













f Tweaking our perception of reality by digitally 
augmenting shadows.
Remnance of Form:




Mobile Life @ KTH
Vegas is an artist and researcher who works interdisciplinary and 
combines various approaches in his artistic practice and research. 
His work is grounded within conceptual, interactive and media 
art paradigms, with a recent focus on technological aspects of 


























PhD candidate, University of Technology, Sydney
Mary is interested in exploring the influence of 
gestural systems and sensing technologies on 
her own performance practice. Her performance 
background as a vocalist and pianist prompted 
her to pursue more dynamic and expressive 



















f Bodyscapes performed at the 2014 Sydney Fringe 
Festival. Visual feedback represents receding traces of 
the body’s trajectories in Bodyscapes.
Bodyscapes:
Gestural Performance


